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WARNINGS 
Read Before Using Your Sega Saturn 

Epilepsy Warning 

A very small percentage of individuals may experience epileptic 
seizures when exposed to certain light patterns or flashing lights. 
Exposure to certain patterns or backgrounds on a televisKsn screen 
or while playing video games may induce an epileptic seizure in 
these individuals, Certain conditions may induce previously unde- 
tected epileptic symptoms even In persons who have no history of 
prior seizures or epilepsy. It you, or anyone in your family, has an 
epileptic condition, consult your physician prior to playing. If you 
experience any of the following symptoms while playing a video 
game — dizziness, altered vision, eye or muscle twitches, loss of 
awareness, disorientation, any involuntary movement or convulsions 
— IMMEDIATELY discontinue use and consult your physician before 
resuming play. 

Warning to Owners of Projection Televisions 

Still pictures or images may cause permanent peclure-tube damage 
or mark the phosphor of the CRT. Avoid repeated or extended use 
of video games on large-screen projection televisions, 

Sega Saturn Video Game Use 

• The Sega Saturn disc Is intended for use exclusively with the Sega 
Saturn "system. 

• Do not bend it, crush it, or submerge it m liquids. 

• Do not leave it in direct sunlight or near a radiator of other source 
of heat. 

• Be sure to take an occasional recess during extended pfay, to res* 
yourself and the Sega Saturn compact disc. 

• Keep your Sega Saturn compact disc clean. Always hold by the 
edges and keep it in its case when not in use. Clean with a lint- 
free, soft dry cloth, wiping in straight lines from center to edge. 
Never use solvents or abrasive cleaners. 

ESRB Disclaimer 

This product has been rated by the Entertainment Software Rating 
Board. For information about the ESRB rating, or to comment about 
the appropriateness of the rating, please contact the ESRB at 
1-800-771-3772. 
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This official seal is your assurance that this product meets the 
highest standard of SEGA" Buy games and accessories with 
this seal to oe sure that they are compatible with the SEQA 
SATURN' SYSTEM, 
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GETTING STARTED 

1. Press the Open bullon to open Ihe CD door.Place ihe MechWarrior 2 
CD in the CD drive and close the door. 

2 Press the Power Switch on your fiega Saturn " system to turn the 
power ON. 

3. Your system will automatically load MechWarrior 2. After a few 
seconds. Ihe MechWarrior 2 title screen will appear. (You can skip 
the preview and brinn up the title screen by pressing Ihe Start Bullon 
on your Control Pad.) 





USING THE SEGA 
SATURN CONTROL PAD 

rhe following Control Pod configuration is the default conf iguratron. 




Weapon Select 
Forward 
Jump Jet 



PrtchDown 



Pitch Up 



Objectives/ 
Pause 

SOFT RESET 

To resel the game and return to ihe title screen, press the Start and 

A, B and C buttons simultaneously for two seconds, 



INSTRUCTIONS 

When you turn on the Solum game console, you will see an introductory 
sequence, which can be interrupted by pressing the Start button. 
Whether you interrupt the Introductory sequence or not, you will 
eventually come to 

tme Title Screen 
PfSSS thu Start button to go to the main menu 

The Main Menu 

f he Wam Menu screen has seven menu options which you can highlight 
and select: 




WOLF 

When you select Ihe Wolf CJon, yo-.i Wfl 9) B on intfodueiory movie for 
the Wolf Clan and then be taken to the Wolf Clan Hall. In Ihe Wolf Clan 
Hall, you can select one of three campaigns: Trial of Refusal (16 
missions), Wolf's Dragoons (four missions), or Frceblrth Trials (four 
missions), You can press left/right to select the 'Mech you want to pilol 
in the first mission. Trial of Refusal is based on the campaign from the 
original Mech Warrior 2 game. Wolf's Dragoons and Freebirth Trials arc 
new mini-campaigns created exclusively for the MechWarrior 2 Arcade 
Combat Edition. 

Falcon 

When you select the lade- Falcon Clan, you will see an introductory 
movie for Ihe lade-Falcon Clan and then be taken la the lade-Falcon 
CJon Hall. In the Jade-Falcon Clan Hall you can select one of three 
campaigns: Trial of Refusal (16 missions), Crusader Trials (4 missions), 
or Inner Sphere Trials (lour missions), You can press left/right to select 
the 'Mech you want 1o pilot an Ihe first mission, Tr;al of Refusal is based 
on Ihe campaign from the original MechWarrior 2 game. Crusader Trials 
and Inner Sphere Trials are new mini-campaigns created exclusively for 
thu Mech Warrior 2 Arcade Combat Edition, 



INSTANT ACTION 

For those of you who just cant wail to jump inlo the action. Instant 
Action mode is lor you. At ihe Instant Action menu screen, press 
left/right to select Ihe 'Mech you want to pilot in combat, press up/down 
to choose a planet for bottle, and press the A button to go to the ' Mech 
configuration screen. At Ihe 'Mech configuration screen, you can 
choose a different \Mcch, choose a different weapon variant, ot group 
your weapons. Pressing Ihe A button again will take you directly into 
combat 

Traininq 

When you select Training, you will be token to ihe Training Main menu. 
At the Training Main menu, you have sis menu options to help you hone 
your skills: Objectives, 'Mech Handling, Weapon Usage, Hunting, 
Inspection, and Trial Test, In each case, you will enter a mission with a 
trainer who will help you improve your combat skills and get a feel for 
handling o 'Mech To successfully coinplefe Ihe Ire: ring 1 i i^ions, you 
may wanl to select a controller configuration with 1arso twist and 
targeting from the Options menu. 

Load Game 

A1 the Load Game menu, press up/down on ihe D-Pod to highlight a 
previously saved gome and press the A button to select. To play an old 
mission from a previously saved game, highlight Ihe game file and 
press the C button Press up/down to seled the name of the old mission 
you wanl to play and press Ihe A burton to accept. Remember, each of 
youi gomes s automatically saved upon successful completion of o 
on if o memory card is present 

Password 

Upon successfully completing a mission, a Password is displayed ai the 
top of the debriefing screen. If you do noi have a memory card, Ihe 
password can be used to access previously completed missions . To 
enter your Possword in the Password screen, select the position of ihe 
cursor by pressing right/left on the D-Pad Press up/down to select the 
letter/symbol for each position. When you have correctly entered the 
complete Password, press the A burton 

C3AME DRTIDrstS 

From Ihe Game Options menu, you can customize the setup of your 
game. Press up/down on the D-Pad to select an option and left/right to 
change Ihe selected option. Conlrol Setup will allow you to choose 
either, the default controller conjuration or one of the additional seven 
configurations. Ihe Difficult) ets you change the performance of 

the game's enemy Mt-chs to an easy, medium, or hard level You can 
also set volume levels for musk, sound effects, and voices from this 
screen, When you are done configuring your . ghJighl and select 

ihe "Accept All Options" button to return to the previous screen. 



CONRQURINB YOUR 'MECt- 

To change or configure your 'Mech for the current mission, select 
Change Mech" by pressing the C button from the Mission Briefing 

screen, lb seled a different lAecfa, piess up/down on the D-Pad until 
the desired 'Mech is displayed. Each mission has a maximum weight 
limit associated with it If a Mech is overweight lor the curreni m 
"MECH IJVERWEIGHT" will flash on the screen and you will not be able 
to use that Mech. 

Once you have selected o 'Mech, press left/right on the D-Pad to 
choose a weapons variant lot that Mech 'Mechs come equipped wilh 
two weapons variants, each providing a different and unique combat 
experience. After selecting a weapons variant, you may wont to group 
some of your 'Mech's weopons together in up to three different groups, 
This will allow you to fife all weapons in a group simultaneously. To 
place o weapon in a particular group, press the C button, press 
up/down on Ihe D-Pad to select the weapon, and then press left/: 
on Ihe D-Pad to select the desired group (A, B, C or none)- Repeal this 
process for other weapons, then press the A button to accept your 
grouping choices- WARNING. Grouping too many weapons may cause 
your "Mech 1o overheal and explode when fired. Press the A button 
ogam to accept all changes, or press the B button to abort changes and 
revert to your onginal configuration. 



Temperature Indicator 

Firing c&ffain weapons causes your Mech to generate heat, Your 
temperalure Indicator ("Temp"), located on the bottom/cent er of the 
Heads Up Display (HUD), measures the amount of heat that your 'Mech 
is cuaenfly ;, ■•■ n •■ ■ It tracks heal in three measures BLUE ■ Normal 
Heat, YIUOW - Marginal Heat, and RED ■ Critical Heat. Your "Mech will 
automatically shutdown for Eve seconds just before overheating. You 
can override this shutdown period by pressing all of Ihe buttons 
repeatedly CAUTION; If your 'Mech overheats. It will explode. 



Game: Info & stats 



STRUCTURE 

A BaHlelvlech 1 pilot begins h[s career as a MechWarrlor- (he lowest- 
rankjng member of ihe Warrior Casie with the right to command a 
'Mech. A Mech Warrior's ultimate goal is to become Khan of his Clan. 
Far this highest honor, a MechWorrior must excel throughout his career 
by achieving each possible rank and surpassing ihe highest JeveJs of 
Clan honor before being invtted to the last Trial of Position for Galaxy 
Commander and Khan 



1st Rank - MechWorrior 
2nd Ronk - Star Commander 
3rd Rank - Nava Commander 
4 th Rank — Star Captain 
5th Rank - Nova Captain 



6th Rank - Slar Colonel 
7ih Rank - Nova Colonel 
Wth Rank - Galaxy Commander 
Tup Rank — Khan 



A player has four Trials of Position rrosstons in each original campaign 
in which he can Improve his ranking. 



Upon successful completion of a mission, you will be given a score 
according to the number and type of 'Mechs and objects thot you 
destroyed in Ihe mission. The Wechs and other objects are scored 
as follows: 



Aerotech Fighfers - 15.000 
Elemental - 20,000 
Firmnolh- 25,000 

Kit Root -30,000 

Jenner- 35,000 
Nova - 40,000 

Storm Crow -45.0U' 
Mad Dog -50.000 



Hellbnnger- 55.000 
Summons r - 60.000 
Timber Wolf - 70,000 
Gargoyle - 80.000 
Warhawk- 90.000 
Dire Wolf -100,000 
Power-Ups-100.000 
Turrets -5.000 



Objects >n missions (walls, vehicles, etc.) - 1,000 fo 50,000 
Mission Objectives - 100,000 lo 500,000 



Power-UPS 

Small rotating objects that appear floating throughout the landscape in 
the game ore power-ups. You can pick one op by simply walking 
through ii A computer beep lets you know you've received the power 
up, and the affected area ot your 'Mech (heat indicator, weapon, radar, 
elc.) will turn while on your HUD. Fhere is no limit to the number of 
power-ups you can pick up at the same time. The duration of each 
power-up varies, 



Power-Up 


Description 


* 


HEAT SINK - Increases rate at wtudi heat is dissipated 
Ihrough heat sinks on the 'Mech's body. 
Indicator; The word "Temp* on the HUD wilt turn while - 
Dwatian 30 securvdv 


$ 


INVINCIBILITY- rurriporaril-y rnakes the player itnpervlus to 
enemy fire 

indicator: rhe usei Mech w,re (ram* will turn white. 
Duration. 30 seconds. 


^ 


5rtALfH • !• : • : ! • f :"•; : -■!•. '.<:■'. l ,.lk>r" 

period of tinu.- 

Indicator: FiekJ of view Indicator (V) on the radar will 

turn while. 

Duration 30 i-'jcoods. 


9 


]U W* JET- Replenishes Jump jels lo maximum 
Indicator: iump l<>1 number will reset to maximum 
Duration- Restores lump lets ta maximum amount, 10. 


♦ 


HEALTH- Insanity repairs damaged systems and weapons. 
Will regenerate lost limbs. 
indicator: user Mech wtc frame will return to blue. 
Duration: Will Jast until the 'Mech sustains damage. 


€^ 


FIRE RATI INCREASE - Decreases the duration for weapons 

recharge/reload. 

indicator: The box around the currently selected weapon will 

turn while. 

Duration: 30 seconds. 


% 


WEAPONS reload - increases all weapons lo tuU 

ammo loodout. 

indicator: Weapons wll reload to maximum and weapon 

name will Hash red. 

:•.,' i'., "i ',', |..r..| mil | dm mi . :!• :, • I, :1 


»* 


SPEED 6URST increases ihe 'Mesh's Max Speed by a factor 

00%, 
indicator: Speed bar will double In stee. 

Duration ' D - HMtdS 



Weapon Type 
Inspection Probe 


Heat 



Damage 



Stangu 

pa y*jT*f») 

250 


fa refuting 

Type 

NON-lodclng 


ER Laser flg) 


72 


12 


101? 


NON-LorJdTlg 


m Loser (Med) 


.11 J 


7 


S10 


NOIM-locfcng 


£R Laser {Sin} 


12 


5 


255 


NON-Locking 


ERPPC 


90 


15 


74 A 


N0N-lod*1g 


Pulse Laser (Lg) 


60 


10 


815 


NQN-Lotfcng 


Pulse Loser (Wed) 


24 


7 


409 


NON-Locking 


Pulse Lose* (Sm) 


12 


3 


204 


NON-Lodung 


Gauss Rffle 


4 


20 


1820 


NGN i •. 


LB 2-X AC 


2 


3/builfl 


800 


NON-Loctong 


LB 5-X AC 


3 


3/buiUsl 


700 


NON-Locking 


LB 10-X AC 


2 


3/bulk-l 


600 


NON-Loddnfi 


LB 20-X AC 


2 


3/buklel 


450 


NON-Locfcng 


Moch neGun 





2 


175 


NON-lacking 


" . AC/2 


.1 


3/bullut 


700 


NON-Lockin« 


Ultra AC/5 


3 


3/buliet 


600 


NON-Locking 


Ultra AC/10 


2 


3/bullel 


500 


MON-Lackin}! 


Ultra AC/20 


2 


a/bullet 


400 


NON-lOCkfag 


SRM-2 


6 


2/missilc 


4P7 


Locking 


SHIM 


5 


2/missile 


497 


locking 


SRM-A 


4 


2/rr 


497 


locking 


&Mt!Qk SRM-2 


6 


2/rt"!- : i 


497 


Locking 


SSrcak SHM-4 


6 


2/missile 


497 


Locking 


Small SSfcW 


6 


2/missJe 


497 


Locking 


LRM-5 


2 


2/rnta i 


100U 


Locking 


LRM-10 


2 


2/uv 


1UO0 


Locfcng 


LRM-15 


2 


2/miiiilL- 


1000 


Locking 


LRV.-ZO 


2 


2/lfliiSiIl: 


1000 


Locking 



MECH INFO 



Firemoth 

Wt:20 
Spd: 162 
Class: Lr 




Weapon 


Ammo 


Locations 


Distancii 

Cm) 


uroop 


iiSRW-4 


IOU 


RIGHT AIM 


497 




SSMM 


ioa 


LETT ARM 


1-.J 




Pli'LJsE LASR [MED) 




RIGHT TORSO 


408 


A 


PULSE LASER (MID) 




1ST TORSO 


408 


A 



The Firemolh excels at 1hc "HH and Run." and can hold its own agoinsl any light 
Mech hs exceptional speed allows ii to attack at close ronge, using its short- 

r ■-.-., leg and medium lasers effectively fej?ardJes>s a4 sis opponent's actions, 
Omc popular lactic of 'he Riemolh ii 1o race behind the enemy and cui down 

opposing 'Media, often before ihey are even aware of ills presence. Afier 
delivering lis deadly paytoad. the fjteinoih can quickly slip back behind friendly 
I nea leaving any remaining loes far behind, 



Kit Fox 

Wt:30 
Spd: 97 

Class: Lt 




Weapon 


4mm 


Location! 


Distance 
Cm) 


{jIOUS 


ER LASER (MED) 




ir*r ARM 


510 




PULSl LASER CSM) 




LEFT ARM 


204 


A 


V,-V. A 


100 


RIGHT ARM 


4V7 




L3-X AC-2 


• 


RKJHT ASM 


800 





Death comes In small pcrcka^s The Kit Fox s arsenal pads q\w-:-j: "ik- Ai.Miponry 
inio a small chassis. Primary firepower comes from ihe LB-XAC-2 Auioconnon 
mounted on the right arm, and 1he extended-range medhjm laser in its left. A 
small pulse loser and streak SSRM 4 miss iLes round out its punch a\ short range. 

No' ■■:■: uu ,' a-, rh .■ I r... !Tn.:f re it rt:~r.^ .1 " r \ .' .■.•: :: d :•!■ r- .: r ar: ■ .; 

, in close combat. 



Jenner 

Wt: 35 
Spd: 151 
Class: Lt 



-^- *• 




Weapon 


Ammo 


locations 


Distance 


Oroup 


...... v , 


W 


--{■-.\\t \-V 


4V7 




SSRM-d 


90 


LEFT ARM 


497 




5£RM 4 


DO 


RIGHT TORSO 


A97 


A 


LB-SX AC 


',)'.! 


LEFT TORSO 


7<M 


A 


;-:: v,i.v v >: 




CENTER TORSO 


408 





A flying kill mach ne the .tanner ll-C s speed has been exploited to make one of 
the fastest and most maneuverobte Mechs in existence. Designers have 
reinforced its canto torso and leg armor for increased survivability, and its 
powerful jump jets bring new meaning to lhe phrase "Death from Above." 
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Nova 

Wt:50 
Spd: 86 
Class: Med 




Jlfe fife. 



Weapon 


Ammo 


Location! 


Distance 
Cm) 


broup 


ER LASER W£D) 




Li- 1 ARM 


510 


A 


PULSE LASER [MED) 




left arm 


408 


A 


PULSE LASER (MED) 




LEIT ARM 


406 


B 


MACHINE GUN 


2i J' 


LEFr ARM 


175 




EJ? LASER (MED) 




RJGHT ARM 


iio 


A 


PU'LSi LASER (MED) 




HGHT ARM 


«Qfl 


B 


POISE LASER (MED) 




-•;.-! ..-:■/ 


406 




L3-10X AC 


100 


RJGHT ARM 


■r.'MJ 





The Novo has on unusual appearance and fearsome capabicii.es. Hexagonal 
weapons pods cm each arm boosi six medium lasers that provide exceptional 
firepower but generate loo much heat (of sustained firing, The Nova mounts four 
additional double heat sinks to allow Ihe pilot more freedom to use his weapons: 
nevertheless, o pilot who (ires all lasers in one salvo risks rnmuhate shutdown 
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Storm Crow 

Wt:55 
Spd: 9/ 

Class: Med 




Weapon 


Ammo 


Locaijain 


Olrtonctt 
Cm) 


Group 


LH LASE* (WP) 




RK3KF ASM 


51U 


A 


FR LASER (MfD) 




RIGHT ARM 


510 


B 


ER LASER (MID) 




r\ --.: 


510 


A 


ER USER (MED) 




LE.fr ARM 


510 


B 


ULTRA AC/5 


100 


LFxr roRSo 


.V.ill 




PULSE LASTS (SM) 




cevte? roRSo 


204 


A 


ULTRA AO'5 


100 


CENTER fORSO 


600 





rhc tnnei Sptiere wo* totally unprepared tar a ' Mech equipped with cfcjtrbtc- 
barreJed Josefs or each orm and the heat sinks !hat allow the pilot lo use them, 
rhi: configuration of the Storm Crow could devastate a foe in moments The 
speed and firepower of (his version of the Storm Crow commands the respect of 
arty military force. 
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Mad Dog 

Wt:<SO 
Spd: 8<5 
Class: Med 




fe. 


Amino 


-OcOTiorU 


Distooto 
Cm) 


<jroup 


PULSE LASER (MFD) 




rich r ARM 


40S 


\ 


P(,ILSFIASFR(MH» 




rEFF ARM 


409 


A 


PULSE IASER (LRG) 




RK3KTARW 


Si 5 




PULSE LASER (LRG) 




lEFI ARM 


835 




. ■■".,', Hi 


17.0 


106117 TORSO 


100U 




LKM-10 


l?.'.;' 


LE.-r ! i^'-.'.! 


100Q 





The Mad Dog serves mostly as a fire-support 'Mech, As its name Implies rhc 
Mad Don's bile is deadly, with twin rotks of 10 Jong-range miss h i thai can 
certainty hasten the enemy s death. Should the Mad Dor injure an enemy at Jong 

,■.■!••:. I.J- lok lale 'nli: !■■ :i-.-- , .i:-n.:-. ■tr.i;y. n , . -j:-. . i ;: "id ..<:-,-. Is l3iul 

weapons io finish off its toe. 
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Hellbringer 

Wt:65 
Spd: 8<5 
Class: Med 




weapon 


A in no 


Lacuna a*. 


Distance 

Cm) 


Grouo 


BR PPC 




LEFI ARM 


746 




SSRM-6 


90 


SIGHT TORSO 


497 




ER USES (MED) 




UFTTORSU 


51U 


A 


ER lASfS GSM) 




IEFT TORSO 


255 


1 


MACHINE GUN 


ZOU 


WGHT fORSO 


175 


i 



Thchc:i ■•onctedWMwmofvel its ?k:nd of weapons systems fcs o sound 

combincciion of arrunu clticiency, anti-''Mech capabilities, and lung- and short- 
range functions The only problem wtlh Hits design is that it cannot handJe the 
massive amounis or heat generated by Srs mixture ol systems, Warriors must be 
cautious in Imng upon targets so lhai 0x101 heal levels do not rise too tr gh 
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Summoner 

Wt; 70 

Spd: M 
Class: Med 




W«flpon 


jl'll 'O 


Locations 


DJiTancv 

Cm) 


Group 


:.. - ,:,- 




RIGHT ASM 


Jtyd 




3 IOX AC 


LOO 


LEFf ARM 


.-; i >'._■ 




IRM-1S 


320 


JI ' IOSS 


;:ji,m 




.WASER (M1DJ 




IBTTOSSO 


408 




SSRV.-2 


too 


SIGHT TORSO 


4?7 


\ 


SSR.Vt-2 


k:ii 


1 FFT TORSO 


497 


A 



The huge Summoner, standing al least a rnetur laUtf than most othe r ' ' 
towers over opponents wilh Us impressive and very Jutbat arsenal. Us mix of 
weapons complements this 'IvMxh's maneuverability to make it a deadly lac 
This mode! tarries a Icng-fonge missile launcher on its left shoulder, a PPC in 
oiid and a heavy autocannon >n Ih* other. 
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Timber Wolf 

Wt: 75 
Spd: 8<S 
Class: Hvy 




^ 


Am ma 


Location: 


Distance 
(m) 


broua 


MACHINE GUN 


200 


CENTER "ORMv 


ITS 


B 


ER iASER (LRG) 




LEFT ARM 






ER tASES (MED) 




LEFr ARM 


510 


A 


PUISE LASER (V.ED) 




LFFTTORSu 


A OH 


B 


LRM-20 


120 


LEFr TORS J 


1000 




F.R LASER (SM> 




RIGHT TORSO 


255 


B 


EH LAAER [LRG3 




RIGHT ARM 


1019 




ER LASER CMED) 




RIGHT ARM 


510 


A 


LRM 20 


120 


RIGHT TORSO 


2000 





r'rn ■ ' mbi r -. ■-, -it d .play:- PMMCSI W RA (WAM I SKBl ",, ••■ Mi dCM b t - '*'■ W) 

focks an the stwulders and ftnutag wilh large weapons pods an each arm, 
each packing an extended-range largo laser and an extended- range medium 
loser The Timber WoU also comes a tnple-mreaf on the torso - two losers 
straddle a machine gun. ail at which combine tot exceptional lirepower during 
those "up-close and persona]" assaults 



Gargoyle 

Wt:80 
Spd: M 
Class: Hvy 




Weapon 


Ammo 


L ovation* 


Distance 


Oroup 


LB-20XAC 


10O 


RIGHT .ARM 


■'. -:.i , 




LB-20X AC 


100 


LLP: ASM 


ASH 


B 


ULTRA AC/10 


11 JO 


RIGHT TORSO 


SOU 


B 


ULTRA ACTIO 


too 


LEFf TORSO 


500 




L- L\MH(SV) 




RIGHT ARM 


255 


A 


K LASER (SM) 




LEFT ARM 


255 


A 


GAUSS RIFLE 


\u 


CENTER TORSO 


1320 





Employing extensive and varied firepower, ihe Gargoylfc is a unique design. The 
mosl common combination oi weapons includes an LB-20X Aurocannan and 
small cxiurvded*range laser on each aim. with iwo medium -range Ulrra- 

■ j,:.-:j :■:■:_■ .■:< Mv \u:yj I lie ul:n ,',!!■> Qmat t II' -h-...:-i!s -:...; i Ci ad .•. .-'I.r :~ 
the lorso. and can oblHeraie targets from close to two ktonwtefs out. 
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Warhawk 

Wt: 85 
Spd: 64 

Class: Hvy 




Dire Wolf 

Wt: 100 
Spd: 54 
Class: Hvy 




Weapon 


Anrno 


Location! 


Distance 

On) 


Group 


Eft PPC 




R'GHT ARM 


74<J 


A 


ERPPC 




LEFT ARM 


74* 


A 


K USER ORG) 




lfftarm 


1019 




ER LASER (SMO 




-:s,i «vi 


. 5S 


B 


ER LASER (SM) 




nrr arm 


255 


B 


ULTRA AC/2U 


100 


RIGH? TORSO 


4UU 




-:-:v, ■■ 





iif r torso 


497 





The Wachawk pa.Ti PPCj. and mull pie lasers in the arms., odds an Dttio-20 
Auloconnofi and sfreak largeMocfcing missiles on ttie Torso, and can annihilate 
smaller 'Mechs wllh a single bJasl ft V ■■■■ .h for Itw tenacious allatbur, ihs iocfc- 
sulid armuc piutects in even rbe most heated ol battles, 
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The Dite Wail, IhE largest and most hcaviW armored Much chassis available, )S 
quite literally a roaming slaughterhouse. An LRM-10 rack SttS on Hie hh* 

shir i;.1.v i;::rj •'.■••■ :i'in -.<•::■■■ i •■ ■•- ; :•>. ■;!. • '::..iv >• ■ 'i :idi ;J n": r ard 

pulse losers on the left, with on Ulrro-IQ Autocannon thrown ,n n- Am r arm 
far good measuje. Seven oVxubte-slrengrh heat sinks are mounted In the torso ol 
this 'Mech to deal wllh heal build.jp 
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Customer Surrcirt 

DNLINC Sehvices with Activision 

FDRLJM3, E-MAIL AMD Fll_E LIBRARY 

Support 

• Internet: support&>aetivjsionxom or http:/Avww.acti vision .com 

• America Online: Use keyword 'Activision" to locale the Activision 
forum. 

• CompuServe: 76004.2122 or [GO GAMBPUB] 

• Actimion BBS; (310) 479-1335 Up to 28,800 Baud; Settings: 8 Sits, 
No Pantv, 1 Stop Bit (8 r N, 1) 



MechWorrioi 2 fax the Saturn developed by Quanlum Faclatv. Inc. 
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The d-D Rotatable' Deathmatcb 
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3) wltipltyor «cci«t ch***ri and 
MG one-play*- strategy chambers 
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wdiui powr-ups including 

■agnatic frao-tsi 

high Jufpai psyboahsi 

cryscri Mpgntts *<hJ ■*<■* 



: f i 



Intense iultlplayti" »c3e 

«ltn up to t ctwpatlurai solo 

against eo«puta)r ppponifits 

or solo against tns clock 




A var aey of ostatues such as 

spittcsi fan blowers > lew*) pitsi 

and ether deadly surprisas 

■akc each, eraafcer unique 
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